“MechGames” Y2K

Version: 0.2 Beta

Disclaimer: We are aware that this document contains information that is totally wrong or unreasonable compared to the official FASA BattleTech universe. It was mainly created for our enjoyment.

Board game lineout:
Story:

Mike Reebok tar över efter 3 år, media mougl med TV företg osv. Franchise approach säker bryta ner houserelations till en mer öppen team baserad sport. Husens kultur kommer dock att finnas kvar, via affiliations men inget hus sponsrar ett lag som tidigare.

Inkluderat en story varför det sket sig förra gången.

Mechpilots:

Inga Tidigare piloter.

Kör 185+ för att ta gubben.

 För att få 205 som ger 4/5 på gunnery och piloting kan man betala TCP’s.

6 piloter och 1 tech som tidigare. 

Ingen snikning på CHA för att få mera poäng vi sänker inget från starten.

Ny offline egenskap; Reputation, all startpilots begin with a reputation of 0. This league is new and among all the other leagues it’s a minor league that has to prove itself, in addition to that all pilots are new fresh MechWorld rookies…

  REPUTATION RATINGS     

   0-2   
Virtually Unknown  

   3-5   
Promising Newcomer 

   6-8  
Minor League       

   9-11   
Contender          

   12-14   
Big League         

   15-17   
Champion 

    18+   
Legend        

Teamleader:
Teamleader skall ha leadership and tactics dessutom, editeras in av admins.

Nya piloter kostar ”1 miljon” eller likande kan hyras nersomhelst, är en action(se actions)

All pilots are under contract with the team, each pilot has his own personal contract which is generated underneath.

Contracts:

Contract Length Regular Pilots:
	1D6
	Length of Contract
	Notes

	1. Short Timer
	Half-a-Season
	

	2-5. Regular
	One Season
	

	6. Long Timer
	2or3 Seasons 
	75% / 25% chance either


Contract Length Star Pilots:
	1D6
	Length of Contract
	Notes

	1. Short Term Deal
	1D3 Games
	

	2-5 Regular Contract
	Half-a-Season
	

	6. Long Term Deal
	1 or 2 Seasons
	75% / 25% chance of either


All starting pilots are contracted for 1 season by default.

Monthly Wages:

Standard Pilot:

	Experince Level
	Suggested Monthly Wage
	Experience Points

	Green 
	3000 C-bills
	0-2999 Experience Points

	Regular
	5000 C-bills
	3000-14999 Exp. Points

	Veteran
	10 000 C-bills
	15000-99999 Exp. Points

	Elite
	30000 C-bills
	100 000 -> Exp. Points


All starting pilots are rookies

Star Pilots:

	Experience Level
	Suggested Monthly Wage
	Notes

	Regular
	10 000 C-bills
	No green starpilots

	Veteran
	25 000 C-bills
	

	Elite
	50 000 C-bills
	

	
	
	


Clause determination:

Clauses are in general benfits for the pilots, each pilot under contract will have at least one clause. Green pilots has 1, Regular pilots have at least 2 clauses, veterans at least 3 and elites 4.

These are the values you cannot go under, however if you want to go over that and give a pilot more clauses its your decision. If you decide to give a pilot a better contract(more clauses) they can easily be randomized by a die roll, some star pilots and other pilots might have prefrered clauses.

Starpilots have the same rules but starts of with at least 3 ands follows the same increase scheme as standard pilots. 

Contrat Clauses:

KV=KeepValue

	Clause
	Explained/Details

	1..Winning Bonus
	1D4K C-bills for each won game that pilot participated in. KV=-1

	2..League Win Bonus
	1D6x10K C-bills if team wins league and pilot have 50% attendance of all the games.

KV=-2

	3..Kill Bonus
	 half to one monthly wage for each “killed” opponent. KV=-1

	4..Award Bonus
	100K C-bills for each granted award

KV=-1

	5..Mech Type Clause
	Will only pilot Light/Medium/Heavy/Assault mech.

KV=-1 depending on mechsize,

	6..Inherit Mech Clause
	Team inherits pilots mech if pilot dies when under contract. KV=+2/Per sizeclass

	7..Burial Clause
	Team pays burial costs of 50K

	8..Performance Release Clause type 1
	If team does not reach playoffs the contract can be broken by the pilot. KV=-2

	9..Personal Release Clause
	If not attending a 75% average of games ater season ends pilot can leave the team

KV=-1

	10..Performace Release Clause type 2
	If team is not at top 4/6 of all teams pilot can kill contract. KV=-1-2

	11..Team restriction Clause
	Pilot may not join up to 2 specified teams if leaving on a leave type clause. KV=+1/each

	12..Renegoiate Clause
	If moving to next exp. Level or turning starpilot contract will be renegotiated

KV=-1

	13..Increased Wage Clause
	Increased wage by 5-500%. KV=-1(or/50%

	14..Team player
	Pilot wont battle with fewer then 3 teammates(tot 4). KV=-1


All starting pilots has burial clause as only clause in their contract. All starting teamleaders starts the league with Burial Clause and a at least one –1 KV clause.
Keeping the pilots:

When pilots contract ends or some clause in their contract is up for renegotiation you have to make sure he wants to stay with the team. There are 3 possible outcomes of a KeepRoll, first the pilot is happy with the team and want to stay and reegotiate a new contract. Secondly, pilot is looking for other options and looks 

to other teams for contract offers. Third, pilot is unhappy with the team a will leave for another team in the league.

The Roll is opposed resolution between the Managemnet Neg. skill and the pilots calculated KV-value with modifications for how the pilots contract looks, other values table, fame table and other special events determined by the Battlemasters.

Standard KV-values for pilots are different for each experience type:

Green: 10

Regular: 12

Veteran: 15

Elite: 20

KV Value modifiers:

For contract modifiers see contract clause tabel

Fame modifiers:

If team is top of the fame list=-2

If team is top 3 on fame list=-1

If team is next to last= +1

If team is last on fame list=+2

Personal Status modifiers:

Sidelined for 50% or more of all games=+2

Have had his personal mech destroyed and not compensated=+1

Won any award=-1 each

Team Status modifiers:

Team are in the top 4/6=-1

Team are champions=-3

Team are last or next to last=+1

The roll outcome:

If you are rolling for a pilot that has been under your contract the roll will decide if you manage to keep him or if other teams might bid for the same pilot.

The Roll:

Both success with management win=renegotiate with your team only

Both success with pilot win=pilot looks for other options as well as you

Managent fail, pilot win=pilot will leave for other team

Managemnt success, pilot fail=Renegotiate with your team only

Both fail=pilot will leace for another team

Critts will go either way, both crit=looking for options as well as you

If the initial roll indicates that you will keep the pilot because you offered him a good enough contract you need not to worry. If the outcome was “looking for other options” or “leaving the team” you might be involved in another round of negotiations, then the KV values are recalculated after each team has offered a contract to the pilot and the roll is made by each team to see who wins the bid. If the pilot still wins he will be unsatisified with all bidding teams at this point and will renegotiate then next month. The contracts offered in a second or third round of bids may not be lower than the preceding ones.

Starpilots: 
!! Player starpilots will NOT be implemented for the first season !!

kända piloter osv, fast antal per säsong och i spel samtidigt. Ingen från startrundan, 2 runda 2 och sedan fler som vi tycker.

Piloterna är kända för battlemasters och har egna skills och egenheter som är till viss del hemliga eller kända för alla. Man skriver olika länge kontrakt för dessa och betalar dom därefter. Alla starpilots har som regel egna mechar. Offering star pilots contracts are made the same way as for other pilots, however star pilot may have social skills and preferences.

Starpilot points, an ordinary pilot who turns starpilot 25% chance of that gets 1d2 starpilot points. After that, when he is a starpilot, and increases in level he gets another 1d2 points.

Starpilot Skills: 

1 Point skills

Itchy feet – The pilot cant stay with a team very long has to make KV rolls after each game with increasing KV value of +2 per game.

Animosity – This guy really hates someone or something and it reflects on the battlefield, he will relentlessly attack that target only as it still un-surrendered.

Dislike – This guy has problems with certain people, if they are in the same team it pulls up his KV value with +2 and he wont fire at a mech which the other person is firing on. If dislike is in another team he will always take a shot at that person unless faced by greater threat.

Street wise – This guy knows people around, management can use his contacts and increase their streetwise skill by 3 when this guy is around.

Military Contacts: This guys is from the military and has a lot of buddies still in the service, he can get rare supplies when it’s generally hard or impossible to get them.

Sixth Sense: This guy always seems to make the right decisions when needed. The pilot has one reroll to use in the pre/post game sequences.

2 Point skills:
Mer!!!

Varje pilot skall ha eget rollformulär med en lite history, foto, mech(bild) & speciella skills.

Experience points, vi kör med det system som finns inne i spelet. 

Mechs:
6 mechar 330 ton maximum tonnage I startpaketet oavsett affiliation från alla mechar som finnes, detta representerar det somm finnes på Mechworld i form a warbounties etc.

Max fielda 6 mechar per match oavsett mechtonnage.

Modifiering får man inte göra på start mechs från starten. TCP skills kan ge möjligheter till modifiering även slumphändelser.

All teams keep their mechs in a mechbay the standard mechbay from the start holds maximum 8 Mech and/or 400 tons, upgraded mechbays can be bought.

I tillägg får man 2 till light mechar som slumpas fram per affiliation, här kan man kanske påverka med customization points(TABELL).

You can sacrifice TCP points to beef up you 2 extra light mechs, for 2 point you can upgrade the light to a medium and for 3 more points you can upgrade to a heavy and for 4 more points you get an Assault mech. Ergo: 

Light->Medium=2 points

Medium->Heavy=3 points

Heavy->Assault=4 points

So upgrading a Light to Assault costs you 9 points out of you 20 start points.

INGA CLANMECHS från start. Innersphere och Starleague mech only Starleague mechs kommer bara att finnas som val då du väljer dina första 6 mechar. Variants of Mechs are allowed, i.e. Rifleman-4D is allowed; it has 2 AC10’s instead of energy weapons.

Be aware though that many of these variants are only available to certain affiliations.

Modification of Mechs:

Modification of Mechs is time consuming and expensive, it also requires an especially skilled Tech-unit. If do not have your own specialist tech unit you can only rely on events during the game to get your Mechs modified.

Some things you cant do in terms of modifying without rebuilding the whole Mechs, for example you cannot make an Archer with dual LRM20 launchers drop one of those for a AC20 because the internal structure is built upon housing the internal flow of the auto loading LRM launchers and their feeding mechanisms. Of course it is possible but it requires a type of mechbay that are not available on MechWorld.

Mechs being modified cannot be used for battle.

The time and money it takes to modify a Mechs is explained in the following table:

	Modification Type
	Amount of time
	Cost
	Notes

	Add 10% Armour
	1D2 Games 
	As per in game
	More Armour added will imbalance the mech and strain internal structure, require you remove something so total weight does not exceed mechs weight.

	Upgrade Weapon
	1D2 Games
	As per in game
	1 Step upgrades are honored, i.e. small laser to medium 

	Change Weapon
	1D3 Games
	As per in game
	You cannot change a Energy weapon to an ammo own without first do “structure change”

	Add New Weapon
	1D2
	??
	Free space and weight permitting, no internal rebuild

	Adding Ammobays
	1 Game
	
	Never enough?

	Adding New Gear
	Depends on gear
	????
	Gear will come…

	Boost Engine
	1D2 Games
	As per game
	Just faster or…

	Add Jumpjets
	1D2 Games
	As per game
	No problem

	Restructure internals
	 1D2 Games
	As per game
	Need some strict things here just to enable removal of actuators for guns etc…

	Structure Change
	1D2 Games
	500K
	Rebuilding internal frame to allow major mech rebuilding.


Mechpool:
skall vi han en pool typ 10 mehcar I starten, olika tonnage slumpas fram.

Andra personer kan md skill check få reda på om ngn er ute och handlar och lägga motbud.

Buying/Selling: skall man sälja måste man sätta ut mech på marknaden, detta kostar AP och sedan skall man lyckas med ett slag om det kommer en som vill köpa,  misslykcas man med slaget har man 2 val, ta in mechen från säljning och använda den i strid eller låte den ligga på försäljningen men det kostar ingen AP att göra säljslaget.

Varje köpare har 10 i opposed resolution och har en preffered wize på mech skillnader modifiseras 2 per nivå. Too buy or sell takes one moth regardless of selling or buying mech so everyone have a grab at it.

Buying from Burt:

When you put a bid on a mech in burts pool the same rules apply for that, everyone have the ability to bid on it before it goes.

How to make a team:

By this time you should have 6 pilots, their mechs, 2 spare mechs and one brave Chief-tech officier(CTO). No its time for you to take some important decisions.

1.. Decide on affiliation 

2.. Decide the name of the team, fix banners and colors

3..Write down starting Management Skills

4..Buy Team Customization Skills(TCS’s) with your Team Customization Points (TCP’s)

Name:
Your call, we reserve the right to deny names of unserious nature such as Big Fat Bobs Dicklickers.

Affiliation:
The affiliation you choose will effect you throughout the game concerning events that happen and you relationship with sponsors of different type and also contracts with starpilots and so on. No affiliation is better than the other, they all have their pros and cons. Baseline is that the culture of your affiliation will be mirrored in your team.

In addition to the 5 major houses there are Mercenary/Freelance/Independent, whatever you call them plus a few minor states, Free Rashaleague Republic, St.Ives Compact etc.

And finally the periphery states and pirate kingdoms.

They are all listed in the table, you can choose freely or roll for random if you want.

ROLL 2D6 AFFILIATION   

2 Non-Affiliated

3 Liao

4-5 Kurita

6-7 Steiner

8-9 Davion

10-11 Marik

12
Minor Power (Roll on next chart)
               

ROLL 2D6    RESULT                  


2-3 
Magistracy of Canopus

4-5 Outworlds Alliance

6-7 Free Rashaleague Republic

8-9 St. Ives Compact

10-11 Taurian Concordant

12
Minor Periphery (roll on next chart)

ROLL 1D6      RESULT                       

1 Von Strangs World

2 Lothario

3 Star’s End

4 Circinus

5 Alphard

6 Santander’s World

Management:
The management team is the people behind the team, they do all the paperwork, sponsordeals, legal work, run the economics, contract signing and other business that needs to be take care of. The management team has skills for a rolls that need to be taken care of during the phases of play. Before affiliation all teams have the same initial skill levels, which are measured from 1-20 and all rolls are opposed resolution(ala Pendragon).

Initial skill level for all skills are: 10

The management skills are: 

Economics-How good are your financial people in running the operation

Contacts-Indicats how good contacts you have in general in the business

Law-The stable of lawyers that keep your books and dealings straight

Negotiation-Negotiation staff deals with the sponsor and pilot contracts

Streetwise-Shows your teams connections to the underworld/mob/criminality

PR-How good you do marketing and public relations

Streetwise/Contacs-Streetwise is getting what you want with “illegal” means while contacts are conventional methods, but of course this means there are things you cannot aquire through contacts.

Affiliation adjustments:

Liao:  STR +3, PR +2

Kurita: ECO +1, LAW +1, CON +3, STR -3

Steiner: ECO+2, LAW +2, STR –1

Marik: ECO +3, NEG +1, CON +1

Davion: ECO +2, LAW +1, PR +2

Minor Powers: NEG +2

Mercenary/Freelance: STR +1

Periphery State: STR +2

Each ability you crit after a seasons calls for a raise roll where you must roll over your current value to increase it by 1.

TCP Skills:
Marik Only:

Mech Contacts:


-The team has good contacts since old days with the mech manufacturing community in the FreeWorlds League. This gives you the ability to two times a year buy any one mech that is manufacture within then Free Worlds League(FWL), any weight class, no roll required. If you at any time goes below 3 mechs in total you will receive on random medium FWL mech with no cost if you succeed a Contacts roll, this can be retried every turn but these can NOT be sold until it served in battle.

Cost: 8

Comstar Influence:


-You have inside contacts net within comstar, Comstar runs all communications around the universe, you contacts with them enables you to automatically know all random events of other players. A successful roll of Contacts will also give you information if your opponent has tried any dirty tricks against you. This might result in a court case.

Cost: 4 

Kurita Only:
Kurita Spirit of the Dragon:

 Kurita hordes it’s action points as the dragon hordes it’s treasure, this means that kurita can save action points between rounds, he can have a maximum of 6 points in the pool. Points are gained the same way as normal The dragon how ever is a noble creature and disdain the use of methods not atoned by bushido, this means that the kurita player can use no dirty tactics i.e. no streetwise. 

Cost: 4

Kurita Sumurai Loyalty:
-The teams warriors are delighted to work for the team and will do so wihtout any contracts, new pilots are also free. Kuritas disapproval with mercenaries gives them –3 in NEG when dealing with starpilots.

Cost: 4

Davion Only:
Mark of the Fox:

-The cunning and tactic skills of your team are well known this gives you a starting pool of 6 rerolls, this can be used to reroll ANY roll that is not in a battle. You regain the pool at the rate of 1 point every 2 games.

Cost: 7

NAIS Support:


-You have support from the New Avalon Institute of Science in terms of testing and improving on technology, new technology that appears on other teams can be duplicated by NAIS with a successful Science roll. The roll starts at 25% and increases 25% per round the researched thing is used and if they succeed the will be able to produce the same item as soon as a successful contact roll is made. Then they will be able to produce one item per 2 rounds until the item is declared Public by the GM.

Cost: 8

Liao Only:
Long Daggers:

-Liao has information on everybody, hooks, dirty information and a lot of blackmail going on. You can with this skill cancel any mechwarrior, sponsor or starpilot contract with a successful opposed streetwise roll. This costs you 1 action points per attempt. Can only be tried once against any one event of the above defined.

Cost: 4

Spy Network:

-Liao gets knowledge of all new events, such as new mechs in the pool a new shipment of spare parts before everybody else. They can then elect to use their network to delay this information from everybody else. In effect this gives them first dibs on all new equipment and if they succeed in there contacts skill can buy mechs/parts before the others get a chance to do so.

Cost: 6

Steiner Only:
Steadfast as Stone:

-You have the inherited poise and determination of great Steiner leaders throughout the team this will have the following effect, all mech that fight until they are blown or totally destroyed are seens as honorful by Steiner aristocracy and will be replaced with random a LC mech of the weight class below. However this requires as successful Contacts roll. A light mech destroyed yields a light mech.

Cost: 7

Large Mech Contacts:

-Contacts in the heavy and assault Steiner mech industry has sized up your mechbase, you have the ability to trade in mechs. 2 meds will give you one assault, one med and one light will give you a heavy. Once you commit a trade you cannot back down, once its commited you roll an open ended contacts and each success will give you one alternative for trade in the chosen weightclasss.

Cost: 7

Free Rashaleague Republic only

Viking heritage:

Alla starter pilots has 12 in body, and gives a –2 on SW for all assassination attempts

Cost 2

St. Ives Compact only

Superior mechpilots:

All pilots from St. Ives compact start with 225 character points

Cost 3

General TCP Skills:
Upgrade Spare Mechs:


-You can increase the tonnage of your 2 spare according to the formula described earlier.

Expert Tech. Crew:


-Your tech crew is extremely proficient and has the ability to modify mechs according to the standard rules. If your chief tech is somehow removed from the game this ability disappears.

Cost: 5

Construction Tech Crew:

-This team can produce 1 mech a season from various spareparts, the require an Construction Module to the Mechbay. The mech they produce is totally random depending upon what parts they have had access to, the mech is one inner sphere.

Cost: 5

Mob connections:

-You can boost you streetwise with +4 is you make a successful negotiation roll.

Cost:2

Expert Skills:


-Your management team has expert skills in on or more of the management skills, increase it with 1.

Cost: 1

Armament Connection:

-Connections with the mech arms industry. For each season you can specifiy what arms class you will have regardless of what happens, the classes are Ballistic, Energy and Missiles.

Cost: 1

Infrastructure Connections:

-Connections in the mech infrastructure industry (armour, engine, heatsinks, joints, gyros, cockpits and internals) gives you access to equipment regardless of what happens.

Cost: 2

Sixth Senses:

-The whole teams seems to be able to avoid trouble, any action towards the team might be rerolled with this skill.

Cost: 3

Stock Brokers Onboard:

-The management team has a division of professional stocktraders that gives you 

Stinking Rich:

-Team is very rich from the start increase staring money with 100%

Cost: 3

MechWorld Connections:


-You have links into many functions on game world such as the referees, officials and others, this gives you the ability to detect dirty tricks, bribery anything that is illegally done against you before a game. You have to succeed with a streetwise.

You also get +2 to your own actions of this type.

Cost: 3

MechWeek Influence:


-Team has influences on some of the reporters on MechWeek,  you can if you want publish any one article in MechWeek every issue that will be hidden by the editor.

Cost: 1

Superior Scouts:

-Your Pilot scouts are very good and all your pilots start with a minimum of 205 character points.

Cost: 2

Old Fame:
Being a fragment of a long lost legendary team you have some inherited fame as you start, this also gives you initial 1000 fame. This also give you +2 when negotiating with Star Pilots and +1 when dealing with sponsors.

Cost: 2

Light Mech Legacy:
Behind the team is an extra sponsor of light mechs. You will get an extra 2 light mechs each season. The catch is that you always have to field 3 light mechs, a failure to do this for 3 games will result in ending of the sponsorship. For each additional light mech you field for half a season you will get an additional light mech.

The team also has to promote the use of light mechs to improve popularity and sales.

Cost:  4

Medium Mech Legacy:
As Light Mech Legacy but you only receive 1 mech every season. There is no extra mechs for fielding additional medium mechs.

Cost: 5

Effective Management:
Your management team is young, good and effective, this will increase your action point pool by 1 point. However the spend more money being effective so the cost for their maintenance is 100% higher than the normal rate for your team. But you can have 5 different sponsors.

Cost: 4

Economics:

Starting Money is 5 million c-bills time Economic skill divided by 10.

Example: I have 15 in economics this makes 5x1.5=7.5 million.

Other bonuses are added after above calculation.


Sponsors:

Sponsors are a very important part of the economic system on Mechworld, the flow of sponsor money keeps the Games running and pays for many mens salaries.

Each team starts of with 2 main sponsors, the main sponsors are of 3 levels. Each level defines how much they are pushing into your organization, the higher level the bigger the sponsor but bigger sponsors often mean they can have some influence on what you team should be doing.

To determine sponsors first calculate the modifier for the PR roll.

Team fame:

Top team +2

Second team +1

Last –2

Second to last -1

Pilot reputation:

Champion pilot in team +1 each

Star Pilots:

1 or more starpilots +1 each.

Team Status:

Defending Champions +2

Runner up +1

Each pilot reward +1

Special Situations:

-+1-5

1D20

0   Level 1

8   Level 2

10 Level 3

14 Level 4


18 Level 5 

Sponsors push 1 million into the team each year per level its not possible to have 2 sponsors of the same size other then size 1 and 2 sponsors. You can max have 4 different sponsors; unless you have effective management then you can have 5.

Gör lista över vad allt kostar under en runda, maintanens, löner, secuerity(olika nivåer) mechbay, etc. Lån.

Maintenance Costs:

Everything costs on MechWorld, you need to calculate your expenses that you have to cover each round.

1..Pilot Wages

Defiened by the contract rules.

2..MechBay Maintanence

See Infrastucture section on cost for different types of Bays.

3..Expert Tech Crew Wages

Expert Tech crews are expensive to maintain. They cost 50K each month.

Construction Crew costs also 50K each month.

4..Security

See Infrastucture section on cost for different types of Security

5..Fines etc.

Differs depending on how stupid you where.

6..Running Operations

100K each month, this covers, living costs and all expenses.

Aktiehandel_(joel).

Fame:
Fame is calculated after each fight and the scale runs like the Pendragon scale.

Fame is generally calculated as 10 times your score in a game, for example you win with 17-9 you get 170 fame and your opponent gets 90.

Pilot Reputation:

Pilots reputation are calculated as follows:

Each pilot or mech kill gives the pilot one reputation point and he will have the reputation according to the table at the start. If the pilot reaches the Champion level of reputation he automatically turns into a StarPilot regardless if he has reached the needed experience level or not. Points will also be give after certain special events such as Mech Warrior of the Universe & Battle of Captains etc.

Security:
Describes the security of the organization as a whole, buildings, information, and guards.

Level:

Type:





Cost:

Def.Value:

1 Fences & Locks – Passwords

10K

5

2 Guards – Firewalls


30K

10

3 Dog – Intrusion Detection


60K

15

4 Surveillance Cameras – Biometrics
100K

20

5 Motion Sensors – Response Teams
150K

25

MechBay:

All teams start with a 8 mech MechBay this will cost you 50K in maintenance.

Upgrades:

Type:


Note:





Cost:

2 extra Spaces

You can house 2 more mechs


+10K

Mod. Modules

You need this to modify mechs

+30K

Mech. Construction
produces 1 mech per season.


+300K

THE LAW: 
The law or lack of it rather if what the game world is mostly known for. However there still isn’t a complete lawless world.

Any player can approach the GM if he thinks he have evidence of some one breaking the law. Ex Bribery attempts, sabotage, assassination, slander etc this crimes can be from random events or by actual crime attempts, or even by using spies to plant false evidence. The GM is the law and he can say that you don’t have enough to make it into a lawsuit. If you get your case approved you proceed to court.

There are x levels of seriousness for crimes, the LV is decided by the GM, but this list will give you an idea. 









Streetwise
Fine

LV1: Bribery, Spying, Slander, False accusation, etc
10

100k

LV2: Sabotage, False evidence, battering


14

500k

LV3: Murder, Blowing mech, Arson



18

value

Once your case makes it to court all you have to do is to roll an opposed law roll against the defendant. 

This roll can be modified by false evidence; this however isn’t entirely risk free.

Crit => you get +5 on your Law roll

Suc => you get +3 on your Law roll

Part suc => you get +2 on your Law roll

Part fail => you get blackmailed for 50K

Fail => You get caught –3 on the Law roll, and get a lv2 suit for planting false evidence, against a public lawyer with skill 12 

Crit lose => You get caught –5 on the Law roll, and get a lv2 suit for planting false evidence, against a public lawyer with skill 14, and your law skill is lowered by 1.

Roll opposed Law

Crit => Fine * 4

Suc => Fine * 2

Part suc => Fine

Part fail => Nothing happens

Fail => Nothing happens

Crit lose => Result in a Slander case, against the suer. 
The Games:

Första 4 går viadre till playoff, de andra spelar brawl om den sista platsen. 1möter 4 och 2 möter 3:an. 

Scores : Counting The Mayhem

Mech surrendered by Warrior.....= 3

Mech Surrendered to Damage.......= 4

Mech Dead due to Head loss......= 3 (+1 if pilot dies)

Mech Blown to Hell..............= 5 (+1 if pilot dies)

Mech Dead due to Dead Warrior...= 3 (cockpit)

Fled Mech......................................= 2 points

Firing At Surrendered Mech......= forbidden(punishment case by case)

Warriors killed by explosions due to heat.= as dead warrior

No points for captured warriors or for those ejected into forest fire.

Awards:

Most kills (downed mechs) by pilot: 1 reputation point, 10% of each contract 

Most kills by team: 500 fame, 10% of each contract 

Sniper of the year:  1 rep. Point, 10% of each contract 

Best Blower: 1 rep point., 10% of each contract 

Best match score: 300 fame, 10% of each contract 

Pre-Games activity:

Dirty tricks ala bloodbowl, tänk lite på realism, assainations, spying, se på motståndarens mech, mutning av dommare(fire on surrender), hacking(dumpar ammo), sabotage av vapen och andra system(offline och editerat i system),  Customizaion skills kan ge dessa saker eller fördelar i dessa saker. Se på skaleringen av dessa saker då typ alla lag kommer ha råd att köpa en massa spioner eller bribes om man inte sätter gränser eller regler. .

Gör tabell över saker an kan göa och va de kostar i AP och Cbills.

Samt regler för hur det går till ner man göra det och vad som sker ner man åker dit.

THE DIRTY DEEDS:

Sabotage Mechs:

Costs 300K and 1 action for each attempt a success this gives a team of people that can do this for you. If the roll fails only the action point is lost. The team has a skill of 15.

The result of the sabotage roll is built as follows:

Both fail= nothing happens all lost

You win=partial success randomize sabotage done.

You lose=Partial lose, you get caught but they escaped with damages

You Success= You chosen sabotage is successful

You Fail=all your agents are captured red-handed.

When agents are caught the opposing player rolls Law against Public Lawyer 10.

If convicted you will be fined 500K C-bills.

SABOTAGE TABLE   

     AFFECT      

ALL AMMUNITION IS GONE    

AMMO IN 1 WEAPON IS GONE. 

ONE HEATSINK IS OUT.      

ONE WEAPON OUT (PLAYERS CHOICE)

AMMO IN 1 WEAPON IS HALF

LEG ACTUATOR DAMAGED      

TWO HEATSINKS ARE OUT     

EJECTION SYSTEM DAMAGED   

AMMO JAMMED ON 1 WEAPON (unjam 1 on D6 every 100s)

ONE ENGINE HIT            

Display Virus, no own stats

Disabler, disable a tech gadget on mech(ex. ECM)
Landmines: a lot of old explosives are out there so is very hard to see the difference between a mine made to look like an old dud round and an actual landmine.

You can mine 1d3 squares, pick before combat. This trick costs you 200K and 1 action point.

To access the field to place mines you have to roll a streetwise against 10 from the officials.

Two types of mines:

Normal
-Will enable the mech to move 1d20 more squares and then stand still

Crippling
-Stand where you are or you will fall over. +200K C-bills.

Success: No problem you place it good.

Partial Succces: he wants another 100K or you will be turned in.

Partial fail: Cash lost, no effect.

Fail: You are turned in by the official.

Opposed LAW against your teams Law statistic, defending team has –2 on the roll.

If convicted the fine is 500K.

Creativity: Dirty tricks not specified here, you can pretty much try anything you have to ask the GM for specific rules for your creative things. This includes blowing every thing, assassinations etc etc.

Post-Game activity:

Random events are rolled after each round of battle.

Formulär:

1 hemligt och 1 publikt, så man får diff på det som skall ses eller inte.

UTFORMA DESSA.

Special Events:
Mechwarriors och the universe, midseason.

Var en spelare/lag kan skapa events typ battle of captains, det kostar naturligtvis ngt och måste hålla pre/post/eller midseasn för att inte störa. Här kan det vara indviduella utmanaginar eller teamlike events.

Story Building:
Se på om vi kan få till en röd stroy som går igenom hela saken, eller i vart fall skapa interagering och ”rollspelande” i spelet. Kanske typ en comstar sak eller ngt lockbete som lockar fram lite teamspirit och agerande från lage.

-Se till att det blir et scenario där olika team sitter inne med olika nya vapen och system så man till slut får ta och frysa ankomsten av nya vapen tills efter säsongen då MechWorld dommare kan samanträda och skriva om reglerna.

King of the Hill- En börjar på berget enligt lottning, sedan en och en upp mot berget, sist på berget vinner. Field any one mech you like.

All star Game(Mechwarrior of the universe)

MechWeek:
The official paper. Team corner is available for the teams to publish things.

